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Project Outline 



The situation is grave. 

It was recently discovered that the world's most dangerous terrorist has 
built a mammoth underground network for the purpose of training an entire 
generation of terrorists. He plans to guide these trainees in his footsteps, 
which could bring the world to its knees before him. We, the "Agency", wish 
to prevent this masterminded project's success. Cavern Cobra, a highly so- 
phisticated helicopter, has been developed for your use in stopping the evil 
plot (code named "The Project") of The Terrorist. We believe that your skills 
coupled with the power provided by the chopper will be enough to put an 
end to the Project, and hopefully to The Terrorist himself! 

The hideaway has been located deep in the caverns of Tibet, which di- 
rectly demonstrates the need for the Cobra. We will be monitoring your prog- 
ress as long as possible. But we will lose contact as soon as you pass into the 
caverns, for the caverns have apparently been shielded by some sort of scram- 
bling device. We wish you success... 

Ah, yes. We have also learned that another insidious plot lies deep 
within the Project. As to its details, we cannot tell. We have only just learned 
it twenty minutes ago. We do know, however, that this second plot deals with 
the Project itself. What does that mean, you ask? I don't know. I'm just trying 
to give you all of the facts available. Good luck! 



- The Agency 



Getting Started 



Cavern Cobra is a fast-action arcade game for the Apple IIGS with digitized sounds which 
will play back in stereo when used with the MDIdeas' SuperSonic Stereo Card. 

The mission for Cavern Cobra is to enter a terrorist stronghold consisting of over 7 cavern 
levels, destroy that stronghold, and ultimately kiU the world's most dangerous terrorist To 
start the game, insert the disk in the drive and turn the computer on. Pressing a key or 
dicking the mouse at any time during the startup wiQ skip the title screen and music, 
putting you at the desktop. From here you may select any of the menu options. To select a 
menu, point the arrow at a menu title and hold the mouse button down, move ("drag") the 
arrow over the options until the menu you wish to select is highlighted, and then release 
the button. You may also select a menu option by holding down the "Open- Apple" key 
and typing the letter that app)ears to the right of the option you wish to select; this letter is 
known as the keyboard equivalent. From the desktop you may select "About Cavem 
Cobra..." from the Apple menu, "Quit" from the "File" menu, and "View StartUp" or *Tlay 
Game" from the "Game" Menu, To start playing the game, select the "Play Game" option. 

The Goal 

Your mission is over when you are destroyed or wheal you have destroyed The Terrorist 

You must travel between tunnel levels in the caverns of Tibet. In the middle of each level 
are found heli-pads. Once you've foimd one, land exactly in the middle of the pad. The 
Terrorist doesn't believe anyone shoxild land without accuracy (including you), and there- 
fore made the pad sensitive to where you land. These heli-pads, lowers the Cobra into the 
next level doser to the Terrorist. Remember, nothing may be outside the helicopter landing 
area; any part of the chopper that extends across the two pad detectors will mean immedi- 
ate destruction. 

Playing the Game 

The mouse controls your helicopter; move it in the direction you wish to accelerate. The 
further you move the mouse, the faster the chopper will fly, limited ordy by the Cobra's 
maximiam velodty. Space Bar turns the Cobra around. Holding the moiise button down 
when moving between rooms will allow you to view your statistics until you dick the 
mouse again. When the mouse button is held down during the game, your machine guns 
will shoot a continuous stream of btillets; they will continue to fire tmtil the button is re- 
leased or when you use up aU your bullets. Other commands are available during the 
game They are listed below with their assodated key. 



Controlling Cavern Cobra 



Key: Description: 

"1" Release a bomb from your helicopter, dropping it on the enemy. 

"2" Activate the automatic grenade launcher, whidi was designed for arc assaults. 

"3" Fire a fragmentation bomb, CUck the mouse button to detonate 

the explosive. Once exploded, the bomb's fragments (which are actually bombs 
themselves) will fly in random directions. Each fragment is just as powerful as 
an entire fragment bomb that isn't detonated. It is wise to explode a fragment bomb 
whenever possible. 
(SPACE) Turn the Cavern Cobra heHcopter around. 

Quit the current game and return to the startup and/or desktop by holding the 
"Control" key down while pressing the "Q" key. 
Restart game 

(TAB) Pause the current game, resuming only after a key is pressed. 

Staying Alive & Making the Most Points Out of It 

V\^th only 4 "Uves of the Cobra", you begin your anti-terrorist venture. Each time you 
perish, another Cobra wiU take your place at the beginning of the level. Cavern Cobra 
awards points and amaments based on your survival instincts and battle acumen. The 
more enemy you neutralize, the more points and bonuses you shall receive. At the end of 
your lives or that of the Terrorist, obtainers of high scores can etch their name unto the 
Agency's Hall of Fame. 

Adding to Cobra's Strength and Fire Power 

Bonus, Ammtmition: 100 Points 

Destroy the ammo trucks; your grenades, bombs, and bullets will increase. 

Bonus, Armor: 200 Points 

Destroy the armor tower and youll gain more armor. 

Bonus, Fuel: 40 Points 

Destroy a fuel tank, youll gain more fueL 

Boniis, Ammunition, Armor, Fuel, Fragmentation bombs: 

Based on enemy devices destroyed. Bonuses awarded after reaching a new cavern level. 

Enemy's Point Value 

Btmkers: 800 Points 

These buildings are used to both train and house the terrorists that are to be trained. Even 
though they are the homes of the enemy, they should be destroyed only if you have a 
surplus of ammunition. Remember: We don't know the underground fortress depths. 



Gun Balloons: 100 Points 

These balloons are more than just balloons; their material is incredibly resistance to heat 
and puncture - they just bend! As a result, you must shoot them many times to weaken 
and finally destroy them I HeHcopter blades are caught up in the balloon material easily, 
totally rendering the chopper helpless. They don't simply form obstacles, however; they 
shoot bullets randomly in all directions. The direction they'll shoot miist be analyzed. 

Gimners: 40 Points 

These gargantuans, grown to such an imbelievable size, were victims of one of The 
Terrorist's experiments. It seems he chose to make them guards, for they're too big to use 
as spies or as normal infiltration terrorists. They man anti-aircraft gims, so watch out for 
them. Your armor may be thick, but every hit inflicts damage! 

Mines, Hovering: 20 Points 

These mines hover in the air, waiting for any xmidentified object to move by them. As soon 
as such an object nears them, they will blow up. The damage is not great, but when one 
goes off, more are likely to follow. 

Mines, Magnetic: 80 Points 

These slow-moving mines are attracted to metal that hasn't been treated with The 
Terrorist's identification chemical - we haven't been able to duplicate it yet. You can either 
evade them or destroy them! 

Missiles, Guided: 500 Points (5 Points If Destroyed On Ground) 
Two types of missiles are known to be favorites of The Terrorist, which means they are 
likely to be used within the complex. The first type utilizes a guiding system based on 
radar and heat detection. From the two inputs, it readily detects new coordinates & com- 
pensates accordingly, guiding the extremely deadly weapon to its target. These missiles 
can be destroyed in their launching pad prior to their launch. 

Missiles: 20 Points (5 Points If Destroyed On Ground) 

Of the two types of missiles, the second type is the standard high-explosive missile. While 
cheap to manufacture, they can be placed anywhere and cannot readily be tricked. They 
fly straight up toward the target, and will explode on impact. These missiles can be de- 
stroyed before they launch. 

Radars: 150 Points 

Radar dishes are used by The Terrorist command headquarters to scan overhead for ia- 
truders. You should destroy these immediately, as they wiQ reveal your presence to the 
enemy. Once they know where you are, they can lock and latmch guided missiles based 
on your coordinates. 



END USER LICENSE AGREEMENT 



1. LICENSE. You have a non-exdusive, non- transferable, personal right to use the en- 
closed computer program on one computer at a time. You may transfer the program physi- 
cally, but never electronically or via a network, from one computer to another. You may 
not modify nor translate the program or its documentation without the prior written con- 
sent of PBI Software, YOU MAY NOT USE, TRANSFER, ALTER, OR COPY THE PRO- 
GRAM OR ANY PORTION THEREOF, OR ITS DOCUMENTATION OR ANY COPIES 
THEREOF IN ANY WAY CONTRARY TO THIS AGREEMENT. 

2. COPIES & TRANSFER. You may not make any copies of the CAVERN COBRA DISK. 
Should you accidentally damage your original diskette, call our technical support depart- 
ment for further assistance. PBI will only support the program and its dociimentation to 
the original purchaser. You may not lease the programs to a third party without FBI's prior 
written approval. 

3. COPYRIGHT. The program and its documentation are copyrighted. AH copies other 
than the original program diskette are in violation of this Agreement. 

4. TERM. This Hcense shall continue until terminated when you either: a) destroy the 
program and its documentation in your possession; or b) violate any of the provisions of 
this Agreement. Upon such termination, you shall return aU copies of the program and its 
documentation to PBI, or destroy them. 

5. LIMITED WARRANTY. This program and manual are sold on an "as is" basis and 
without warranty, either express or impHed, including but not limited to: the impHed war- 
ranties of appropriateness and fitness for a particular purpose. Due to the diversity of 
hardware environments in which this program may be used, the entire risk of results and 
performance of the product and data is assimied by you. You are advised to test the pro- 
gram thoroughly for appropriateness to your intended uses prior to placing any reliance 
on it. This warranty gives you specific rights, and you may have other rights, which vary 
from state to state. PBI warrants to the original purchaser only that all materials furnished 
by PBI are free from defects in materials and workmanship when subjected to normal use, 
for a period of ninety (90) days following the date of purchase on your receipt. PBFs entire 
Hability and your sole exclusive remedy shall be the replacement of any diskette not meet- 
ing this limited warranty and which is returned to FBI. FBI will only replace diskettes pro- 
vided you have completed and returned the Warranty Registration Card and contacted 
PBFs customer service department for an RMA number prior to shipping back your pack- 
age. Failure of the diskette due to accident, abuse, or misapplication of the product ab- 
solves PBI from any obligation to replace the diskette under this warranty. 

NEITHER PBI NOR ANY OTHER PARTY INVOLVED IN THE CREATION, PRODUC- 
TION, OR DELIVERY OF THE PROGRAM, WHETHER EMPLOYED OR NOT BY PBI OR 
ITS SUBSIDIARIES SHALL BE LIABLE FOR ANY DIRECT, INDIRECT, CONSEQUEN- 
TIAL, OR INQDENTAL DAMAGES ARISING FROM THE USE OR INABILITY TO USE 
TPilS PRODUCT, WHETHER OR NOT PBI HAS BEEN INFORMED OF ANY SUCH POS- 
SIBLE CLAIM OR DAMAGE. CERTAIN STATES DO NOT ALLOW THE EXCLUSION OF 
LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES THEREFORE, THIS 



LIMITATION MAY NOT APPLY TO YOU. HOWEVER, YOU AGREE THAT ANY DAM- 
AGES SHALL BE LIMITED IN AGGREGATE AMOUNT OF THE PURCHASE PRICE OF 
THE PROGRAM. IN THE EVENT THAT ANY PORTION OF THIS LIMITED WAR- 
RANTY IS FOUND TO BE INSUFFICIENT, THE REMAINDER OF THIS WARRANTY 
SHALL REMAIN IN FULL FORCE AND EFFECT. 

6. UPDATES. K PBI has not received a registration card from you, PBI has no duty to 
make updates available to you. There may be additional fees for any update. PBI has no 
obligation to create such updates. 

7. CHOICE OF LAW. This Agreement shall be governed by the laws of the State of 
California as if between residents of said state and as if the contract were wholly executed 
and performed in said state. 

8, SEVERABILITY. Should any portion of this Agreement be invalidated by judicial or 
legislative action, such portion shall be enforced to the fullest extent permitted by law with- 
out effect to the remainder of this Agreement. 

9, ACKNOWLEDGEMENT. Your use of this program affirms that you have read this 
agreement, xmderstand it, and agree to be bound by its contents. You also acknowledge 
that this is the complete and exclusive statement of agreement between the parties and it 
supersedes all prior verbal or written representations or agreements regarding this prod- 
uct 
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